NE 


attributes. no 


~ 


Ephiroll Productions 
www.ephiroll.com 


The Disturbance Timeline RPG: 
Diseases and Conditions 

Copyright 2014 by Jeremiah Donaldson. 
www-ephiroll-com 


Artwork rendered by The Gimp- High res cover: 
http://www-ephiroll-com/files/diseaseshighrescoverart-pdf 


The Disturbance Timeline RPG character sheet, 


additional maps. and more on the main RPG page: 
http://www-ephiroll-com/TheDisturbanceTimelineRPG-html 


Full time line with current titles: 
http://www-ephiroll-com/files/disturbancetimeline-pdf 


Earth's temperature range during the post- 
apocalyptic period: 
http://www-ephiroll-com/files/worldtemprange-pdf 


All rights reserved. Any resemblance to people you 
know is merely a quantum ripple in the universe. 


CONTENTS 


Introduction 
Dr- Killjoy's Lecture 
Diseases and Conditions 


Common Cold 
Concussion 
Dehydration 


Electrolyte Imbalance 
Encephalitis 

Friction Blister 
Frostbite 

Gangrene 

Heart Attack 
Hyperthermia 
Hypothermia 

Influenza 


Low Sugar 
Malaria 
Meningitis 


Tetanus 

Yellow Fever 

Dr- Killjoy's Epilogue 
End Notes 


INT RODUCT ION 


This module is part of The Disturbance Timeline 
RPG system- At the time of this writing. other 
titles include Core Rules and Post-apocalyptic Time 
Period (CRPTP). the Post-apocalyptic Expansion. and 
Lunatic Larry and the Church of the Insane (LLCI).- 

This information can be used for RPG elements 
(“Searching that rotting corpse wasn't a great 
idea-"). for those moments when nothing else in the 
GM's arsenal fits (“You want to rob the poor fucker 
puking blood?")., or as a suitable response to a 
stupid action (“You get some of the gritty. tea 
colored water in your mouth when you dive headfirst 
into the swamp water for a swim-™). 

If/when someone catches a disease is left up to 
the GM and isn't covered here except in the case of 
rabies. 

The post-apocalyptic Earth in The Disturbance 
Timeline RPG has lost all ice cover due to climate 
change and other disasters- The north and south 
polar regions possess temperate climates’~ and 
tropical conditions extend well beyond 215 century 
boundaries- This makes a wide range of diseases a 
danger all over most of the world. which Dr. 
Killjoy will now introduce you to. 


jerry 
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DR. KILLJOWS LECT URE 


You arrive in front of the bullet riddled house 
turned medical lecture hall at the edge of town. 
You hope you aren't late to hear the doctor speak- 
He's a local adventurer based here and only does a 
free talk once a month. 

The door is yanked open when you step onto the 
porch. and a middle aged man in a blood stained lab 
coat steps out- A fadedi tie-dyed do-rag covers his 
head and tape wrapped boots stick out from under 
his coat. He holds a small mirror in his right hand 
that he angles to reflect the sun into your eyes. 

You blink against the rays- “Fuck. dude-™ 

“You're late.” 

“Your shitty town doesn’t have a clock.” 

“Tell it to the mayor- I just stitch people up 
and try to not get killed.” 

“Are you Dr- Killjoy?" 

He angles sun into your eyes in response- 

“Do that one more time and I'll kill you 
myself.” 

“T give a lecture on self defense for medical 
people also. but that’s not a freebie.” 

“IT don't need self defense, I have my gun-™ You 
put your hand on your pistol. 

“IT don't need a guni I have self defense-™” Dr.- 
Killjoy angles more sun into your eyes. 

“Bastard-" You pull your gun and point at him. 

He stomps on a loose board. lifting the opposite 
end up and into your hand- Your pistol flies away. 
He angles more sun towards you, but holds up a 
magnifying glass and focuses on your body instead 
of your eyes- 

“Cut it out. Doc-” You cross your arms as a 
tendril of smoke curls up from your sleeve. The 
smell of burnt hair and searing pain in your 
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forearm come next. You pat the smoldering embers 
out before they can flare into real flames. The 
glint from the mirror makes spots dance in your 
vision you as you look up at him- You charge and 
swing blindly- 

He jumps back and slams the door shut- 

Your fist crashes into the thick wood, barely 
moving it in the frame. followed by your face and 
body before you bounce back back- Your heel catches 
on a warped board and you sit down hard- The whole 
porch trembles from the impact. 

The door opens- “The others are waiting, I can't 
play more- Get your ass in here or I'm locking you 
out.” 

You let out a string of curses. retrieve your 
pistol.i and follow him into the house. 

There aren't any lamps. but they're not needed. 
Sunlight comes through the numerous bullet holes in 
the walls and the busted windows- Dust fills the 
air. swirling as you follow the doctor into the 
living room. 

Dimly lit doorways lead from the room where 
three more would be students sit on five-gallon 
buckets: A man and a woman dressed in ragged 
clothing look like locals- The man is picking at a 
smoking hole in the front of his shirt. The third 
lecture attendee sits in mismatched armor with his 
arms crossed. looking around smugly- He smirks and 
nods as you sit on a bucket of your own. 

Dr- Killjoy steps to the window and pulls down a 
white screen that appears translucent in front of 
the light- A stack of plastic sheets with grease 
pencil writing lay on a table under the window- The 
table is the only furniture other than the buckets, 
and they're the only things you've seen in the 
house other than dust. cobwebs. and random bits of 
useless trash. 

He hangs a plastic sheet over the screen using a 
bent piece of metal as a hook. The following list 
is on it: 

Amoeba 

Condition 

Bacteria 

Prion 

Protozoa 

Toxin 

Virus 


He stands to the side to keep from blocking the 
light that is bright enough to make a= shadow 
version of the text on the floor- He takes a 
debarked twig from the table to use as a pointer. 

“These are your enemy. You can't blind them. or 
trick them. or enrage them to the point of making 
stupid mistakes-" He looks at you and grins. “Wee 
beasts like amoebas and protozoa are commonly 
picked up from insects and stagnate water- Most 
viruses and bacteria come from other people and 
animals. Prions come from eating bad meat- A 
condition is normally something stupid on your 
part- Only heart attacks and strokes are exempt 
from the stupid part. depending on the cause.” 

Dr- Killjoy takes the plastic sheet off the 
makeshift hook and hangs another in its place. 

Description 

Environment 

Onset 

Duration 

Cause 

Immunity 

Contagious 

Damage/effects 

“This is the information I've collected on each 
disease or condition- The description is something 
useful or interesting. sometimes both. 

“Environment is where you should be on _ the 
lookout. Onset and duration are how long it takes 
after exposure for damage/effects to begin and how 
long they last respectively. 

“The cause determines what you can do about it: 
Give antibiotics for bacterial infections and get 
anyone in a bad environment moved- Everyone else 
has to hold onto their pants and ride things out 
Since all you can do is try to keep them healed and 
resuscitate them when they go down- Two antibiotics 
every day of illness will halve the damage and 
effects caused by bacterial infections.” 

He slaps the next heading hard enough for the 
screen to bounce off the wall and make shadows 
dance all over the room. 

“Most viruses and bacteria make the body produce 
antibodies that confer immunity- All conditions 
except heart attacks and strokes will continue 
until the patient is removed from the cause of the 
condition. Some poor bastard overheating in the sun 
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and not cooling himself won't feel better 
regardless of what you do- 

“A contagious disease can be spread directly 
from person to person rather than through the 
vector. 

“Damage/effects is what it sounds like- This is 
what happens to the poor sap who gets one of the 
things you're about to learn about. They last for 
the total duration of the illness.” 

Dr- Killjoy smacks the man on top of the head 
picking at the hole in his shirt. “Were you paying 
attention?” 

The man looks upi rubbing his head- “Uh...” 

Dr- Killjoy swats him again- “I will fuck you up 
for wasting my time- You wasting my time?” 

“uh. ‘ 2 

“Are you just fucking fuckin’ with me?" He 
raises the pointer. 

“No. man!" The attendee raises his hands in 
defense- “Never! Mamma always said not to piss off 
insane folks!™ 

Dr- Killjoy puts his arm down- “Good. That's 
what I like to hear-" He points the stick at you- 
“You got it so far?” 

You look at the man rubbing his head. the woman 


who shifts on her bucket while looking for a way to 
leave; the man in armor with this smirk. and back 
at the doctor in his’ bloodstained lab _ coat- 


“Crystal.” 

“Welli that's some dandy shit- Just dandy- I'll 
get on with the presentation if no one has any 
stupid ass questions." 

You look at everyone else looking at you for a 
second before you all shake your heads in unison. 

“Very good-" Dr- Killjoy claps and rubs his 
hands together. “I hate stupid ass questions- On we 
go to Anthrax.” 

He replaces the sheet of plastic with the next 
one from the stack... 


DISEASES AND CONDITIONS 


Anthrax 

Description: This can be picked up by handling 
infected pelts or meat from animals- It will 
survive in soil for decades. 

Environment: Present in meat. pelts. and blood 
of herbivores and in the dirt of their living areas 
where it can be inhaled with dust- Can infect 
carnivores who feed off tainted meat- 

Onset: D1O days. 

Duration: D10/e2 days. 

Cause: Bacteria. 

Immunity: Yes. 

Contagious: No- 

Damage/effects: Pneumatic infections display 
cold-like symptoms that can lead to severe 
pneumonia and respiratory failure- The victim 
suffers -L0-100% movement and to hit. a 10% 
cumulative chance per day to develop pneumonia. and 
has a 80% chance of taking 10-100% of their health 
in damage on the fourth day due to shock. 

Gastrointestinal infections cause diarrhea and 
vomiting of blood. The victim suffers -10-100% 
movement and to hit. loses two liters of fluids per 
day. and has a 80% chance of taking 10-100% of 
their health in damage on the last day- 

Cutaneous infections cause inflammation and an 
ulcerous wound at the site of infection- Victims 
take D10 points of damage daily and have a 40% 
chance of scaring that causes a permanent -1 Beauty 
modifier- Victims have 5% chance of developing 
gangrene in the wound at the center of a cutaneous 
anthrax infection- 


Botulism 

Description: This is a bacteria produced toxin. 
Wound and inhalation infections can occur, but the 
common cause is contaminated food- Heating the food 
to 4&5 C for several minutes will destroy the toxin. 

Environment: In dirt. wateri and improperly 
prepared/stored food. 

Onset: D1O days. 

Duration: D10 days. 

Cause: Toxin- 

Immunity: No- 

Contagious: No- 

Damage/effects: Symptoms start with fatigue, 
trouble seeing. and difficulty speaking- Death is 
normally caused by respiratory paralysis when it 
occurs- Victims suffer -0-90% movementi -1-10 in 
their Balance and Vision. and take 5-50% (D10x5) of 
their total health in damage daily. 


Cholera 

Description: This bacteria is spread via vomit 
and diarrhea in unsanitary conditions. Extreme 
cases can give the skin a bluish gray cast. 

Environment: Water and food dirtied by sewage. 

Onset: D1O/e days. 

Duration: 3 days. 

Cause: Bacteria. 

Immunity: Yes. 

Contagious: Yes. 

Damage/effects: Symptoms include large amounts 
of vomit and diarrhea- Death is normally caused by 
dehydration and/or electrolyte imbalance- Infection 
costs a character -&80% movement and to hit- Victims 
lose one liter of fluid every two hours. or le 
liters every 24 hours- They have a 20% chance of 
electrolyte imbalance every day. 


Common Cold 

Description: A large number of viruses cause 
minor cold symptoms to some degree or another. 
Characters are immune to one after contact, but 
there are plenty of others to encounter. Luckily, 
they are more of an inconvenience than a real 
threat. 

Environment: Anywhere. 

Onset: D1O days. 

Duration: D10/e2 days. 

Cause: Virus- 


Immunity: Yes. 

Contagious: Yes. 

Damage/effects: Symptoms normally include body 
achesi sinus congestion. and fatigue- Characters 
suffer -5-50% (D10x5) movement and to hit- 


Concussion 

Description: This is a minor brain injury that 
can cause various symptomatic issues- It is caused 
by sudden jarring or rotation of the head. 

Environment: Anywhere. 

Onset: Immediately. 

Duration: D10/e2 days. 

Cause: Condition- 

Immunity: No- 

Contagious: No- 

Damage/effects: This injury can cause a wide 
assortment of symptoms such as temporary loss of 
consciousness. weakness. confusion. and a decrease 
in fine motor control- Victims have a 1% chance of 
2D1L0 hours of amnesia a 10% chance of blacking out 
for DLO minutes on the spot.1 a 30% chance each of 
-D10 Balance and Brawn modifiers, and a 50% each 
chance of -D10 Logic and Wit modifiers. The chances 
of ill effects and duration of effects are doubled 
if another concussion is suffered while the victim 
is healing from a previous one. 


Dehydration 

Description: This is a condition resulting from 
the lack of fluid intake or extreme loss of fluids 
from some other sickness- It causes cholera victims 
to look bluish gray. 

Environment: Anywhere. 

Onset: Immediately. 

Duration: Until proper fluids are received- This 
is equal to any fluids lost and the one liter daily 
requirement if using the CRPTP dehydration rule. 

Cause: Condition. 

Immunity: No- 

Contagious: No- 

Damage/effects: For each liter of water a 
character does not consume or each liter of fluids 
they lose without replacement. they suffer -15 to 
their maximum hit points. They fall unconscious at 
O and die at -20- They will recover in one hour 
after getting proper fluids. 
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Ebola 

Description: There are several sub-types of 
this extremely contagious hemorrhagic fever with 
medium to high fatality rates. It attempts to turn 
the body into a virus particle during infection, 
and a single drop of fluid from a victim can 
contain millions of virus’ particles at peak 
amplification. 

Environment: Has been found in bats and primates 
in tropical environments. 

Onset: 2D10 days. 

Duration: 2D1LO days. 

Cause: Virus- 

Immunity: Yes. 

Contagious: Yes. 

Damage/effects: The normal blood-borne form of 
the virus mounts a systemic attack on the body with 
muscle pain and fever before progressing to a rash, 
vomiting, diarrhea. and bleeding from orifices as 
mucus linings slough off and are evacuated. 
Internal blood clots can lead to heart attacks and 
strokes as actual causes of death- The victim will 
‘crash and bleed out’ if a sufficient amount of 
their body has been converted to virus particles. 
The victim suffers -10-100% movement for the first 
half of the days infected.i and -100% for the last 
half. They lose one liter of fluids every six hours 
for the last half of the days infected. four liters 
daily- The victim has 80% chance of taking 10-100% 
of their health in damage the last two days of 
infection. 

The pneumatic form of Ebola became endemic 
worldwide in vectors never identified during the 
2031-32 pandemic (Plague: Original Cut and Plague: 
Aftermath) and reappears sporadically- This form of 
the virus affects the body in a systemic way. but 
with the addition of severe pneumonia-like symptoms 
caused by the virus directly attacking the lungs. 
The victim has -80% movement and chance to hit for 
the first half of the infection period. and -100% 
of each for the second half- They suffer 10-100% of 
their total health in damage every day from shock. 
A liter of fluids are lost every six hours during 
the second half of the infection, four liters 
daily- In additioni victims have 30% ~ chance 
everyday of developing pneumonia as a_ secondary 
infection. 


Electrolyte Imbalance 

Description: This is a deadly imbalance in the 
body caused by over hydration- Approximately four 
liters of water consumed within an hour can cause 
it- It can also happen in = situations where 
electrolytes are being lost from the body and only 
water is being used for hydration. 

Environment: Anywhere. 

Onset: Immediately. 

Duration: Until electrolytes are replenished. 

Cause: Condition. 

Immunity: No- 

Contagious: No- 

Damage/effects: This is characterized by a 
sudden onset of headaches. drowsiness. and 
personality changes that can quickly lead to a 
heart attack or brain edema- Characters have a 5D% 
chance of developing water poisoning if they drink 
too much in a short time- They take 10-100% of 
their health in damage. and have -S50% movement and 
to hit. 


Encephalitis 
Description: This inflammation of the brain can 
be caused by multiple types of viruses. bacteria, 


or amoebas.- 

Environment: Anywhere. 

Onset: D1O/e days. 

Duration: D10 days. 

Cause: Virus. bacteria. amoebas.i or protozoa 

Immunity: Virus only. 

Contagious: No. 

Damage/effects: The victim will begin to 
experience fever, confusion, fatiguei and headaches 
that can progress to seizures and hallucinations. 
Their movement and to hit are reduced by 10-100% 
and Alacrity., Balance. Logici and Wit are all 
reduced by 1-10. The victim has a 10% cumulative 
chance per day of infection to take 10-100% of 
their health in damage from shock. 


Friction Blister 

Description: These blisters are caused by using 
tools/weapons for long periods of time with bare 
hands. or by walking long distances in bad shoes or 
shorter distances in damp conditions. 

Environment: Anywhere. 

Onset: Immediately. 


Duration: Three days. 

Cause: Condition. 

Immunity: No- 

Contagious: No. 

Damage/effects: Fluid filled blister(s) raise in 
the affected area that cause great pain- Victims 
have -0O-90% to hit if on their hand. and -0-90% 
movement for each foot affected- Movement cannot 
exceed -90%- Penalties are halved on the second day 
and halved again on the third day. 


Frostbite 

Description: Frostbite is the body's reaction to 
exposure to cold weather due to inadequate clothing 
and/or movement- Blood vessels near the surface in 
the extremities constrict and circulation is 
reduced. 

Environment: Temperatures above -15 C with wind 
speeds below 40 kph are unlikely to _- produce 
frostbitei and it would take more than two hours to 
do so if it did- It takes the specified amount of 
time to move through each of the four stages of 
frostbite- A character facing frostbite danger in 
30 minutes faces stage four frostbite in two hours 
in the same conditions. Anyone who remains in such 


conditions faces death from hypothermia long before 
frostbite damage shows- 
Onset: 


Temp/wind speed Minutes to frostbite 
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Duration: D1Ox4 days. 

Cause: Condition- 

Immunity: No- 

Contagious: No- 

Damage/effects: There are four stages. The first 
produces redness and itching with some pain- The 
second produces black blisters 1-2 days after 
exposure and hurts, but does not cause real damage- 
Stages three and four cause long term damage 
Starting 2-3 days after exposure. Purple. blood 
filled blisters appear on the affected area which 
turn black- The use of the body area is lost and it 
goes numb- The body part cannot be used during this 
time and that means weapons/shields cannot be used 
with infected appendages. One foot/leg being 
unusable through frostbite reduces movement by 50%. 
Both sides being affected reduces movement by 100%. 
A hand is considered frostbite, and unusable. if 
the arm it is attached to gets frostbit. and 
likewise for feet/legs- There is a 10% chance of 
gangrene in stage three exposure and 20% in stage 
four- After recovery, stage three exposure has a 
20%, stage four has 40%, chance of the area being 
permanently usefulness. 


Gangrene 

Description: This is large scale necrosis of 
tissue due to infection or restricted blood flow to 
the area- It can be 'dry' like that caused from 
diabetesi frostbite. or pressure sores and has a 
mummified look.i or it can be 'wet' and caused by 
infections which swell the skin and turn it putrid. 

Environment: Anywhere. 

Onset: Secondary illness. 

Duration: D10 days. 

Cause: Condition or bacteria. 

Immunity: No- 

Contagious: No- 

Damage/effects: Both types cause the affected 
area to become numb and useless- The body part 
cannot be used during this time- One foot/leg being 
unusable reduces movement by 50%- Both sides being 
affected reduces movement by 100%- A hand is 
considered gangrenous. and unusablei if the arm it 
is attached to is affected, and likewise for 
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feet/legs- 'Wet’ type gangrene has a 40% chance of 
causing sepsis- Both types have a 30% chance of 
auto amputation of the area after recovery. 


Heart Attack 

Description: A character's heart is up _ there 
with their brain and lungs as most important. 
Various things can cause something to go wrong with 
it: Low body weight. Age- Artery blockage. 
Aneurysm. Stress. Excitement. Other diseases. 

Environment: Anywhere. 

Onset: Immediately. 

Duration: D10 days. 

Cause: Condition. 

Immunity: No- 

Contagious: No- 

Damage/effects: There can be pain in the left 
arm or chest as the heart either stops beating and 
restarts, or not. or beats irregularly. and returns 
to normals or not. or some mix of this during the 
actual attack that goes on for several minutes. 
Initial damage is 10-100% of the character's full 
health. After effect damage is a -O-90% movement 
and to hit from fatigue during the healing process. 


Hyperthermia 

Description: This is when the human body cannot 
get rid of excess heat fast enough and exceeds 
approx 34 C while healthy- This is not the same as 
fever which involves the body's temperature set 
point being raised- Hyperthermia can happen because 
of the environment, drug reaction, physical 
activity. decreased evaporation of sweat.i or some 
combination of factors. Dry air allows people to 
sweat more and to shed more heat.1 while high 
humidity keeps sweat from evaporating and pulling 
the heat from the skin- Dehydration can lead to the 
lack of sweat evaporation. A wet-bulb temperature, 
that takes humidity into account. of 35 C or higher 
prevents the human body from losing heat. even in 
the shade with minimal clothing. 

Environment: Anywhere. 

Onset: Immediately. 

Duration: Varies- 

Cause: Condition. 

Immunity: No- 

Contagious: No- 


Damage/effects: Hyperthermia can cause heat 
exhaustion or heat stroke- Heat exhaustion range is 
36-40-5 C. Hyperthermia becomes a heat stroke at 
4WO-L C- A weaki rapid pulse. heavy sweating. and 
quick breathing indicates heat exhaustion and that 
the character is in danger- Passing a Wit check 
will alert them to their condition. If they fail 
the check or do not take action. they get another 
warning within minutes when they approach the 
critical temperature when they have a wave of 
dizziness and must pass a Balance check or stumble 
and fall- If they still do not cool themselves off 
immediatelyi they have a heat stroke to some degree 
and have 70% chance of a heat rash. 50% chance of 
fainting, 30% chance of muscle cramps. 5% chance of 
a near fatal heat stroker and 1% chance of heat 
induced heart attack- Each should be rolled for- A 
character can have none to all of them happen in 
the same episode- A heat rash is a rash from 
sweating too much- A fainting spell does. no 
permanent damage. but characters should take damage 
for the tumble depending on the environment. Muscle 
cramps reduce the character's movement by 50% for 
one hour- A near fatal heat stroke involves some 
degree of cardiac and/or respiratory arrest, which 


would be the cause of death: and is very 
disorienting, especially if combined with a 
fainting spell. It does damage equal to 10-100% of 
the character's total health- Confusion halves 
their Logic and Wit for two hours after a near 
fatal heat stroke- Heart attack victims must 
further contend with that ailment. 


Hypothermia 

Description: This involves the body's’ core 
temperature dropping below 35 C- Immersion in cold 
water is the most notorious cause- 

Environment: Frostbite conditions and cold 
water- 10 C water can cause death in one hour, 
while -2 C water can cause death in 15-30 minutes 
as the victim becomes too cold to stay on the 
surface- 

Onset: Depends on environment. 

Duration: Until warmed- 

Cause: Condition. 

Immunity: No- 

Contagious: No- 


Damage/effects: This has three stages of 
severity. Stage one involves a drop of 1-2 C in 
body temperature and causes an increase in the 
shivering reflex to try warming the body up- Medium 
(-3) penalties to Alacrity. Balance. and Wit due to 
sluggish thinking and movements- Stage two involves 
a drop of 2-4 C in body temperature and violent 
shivering. All movements. thoughts, and speech are 
slow and uncoordinated. Victim is pale and ears, 
fingers, and toes may be blue. Heavy (-10) 
penalties to Alacrity.i Balance. and Wit with -50% 
to hit and -50% movement. Stage three is entered 
when the core temperature is lower than 32 C. 
Almost impossible to speak or walk- Severe (reduced 
to 1) penalties to Alacrity.i Balance. and Wit with 
-100% to hit and -100% movement. All symptoms are 
relieved with proper warmth. 


Influenza 

Description: A large number of viruses cause flu 
symptoms, some worse than others- Characters are 
immune to one after contacti but there are plenty 
more to encounter- Luckily. they are more of an 
inconvenience than a real threat- 

Environment: Anywhere, but contact with birds 
and pigs increases the risk. 

Onset: D1O0O/e days. 

Duration: D10 days. 

Cause: Virus- 

Immunity: Yes. 

Contagious: Yes. 

Damage/effects: Symptoms include body = aches, 
sinus congestion.i vomiting. diarrhea. and fatigue 
within a few days of exposure. Characters suffer 
10-100% loss in movement and to hit for five days 
counting first day of symptoms and lose one liter 
of water a day- 


Kuru 

Description: This prion disease spread out of 
Papua New Guinea with the surge in cannibalism. 
Nearly all the cannibals in Corpseville carry the 
prion due to their eating habits. 

Environment: Human brain and spinal tissue. 

Onset: 2D10 years. 

Duration: Until death- 

Cause: Prion- 

Immunity: No- 


Contagious: No- 

Damage/effects: All stages involve emotional 
instability and sudden outbursts of laughter- The 
first stage involves muscle tremors. difficulty 
speaking and walking- This is equal to -5SQ% 
movement and to hit- Stage two involves severe 
tremors, loss of coordination. and inability to 
stand. This is equal to -100% movement and to hit. 
Victims in stage three cannot sit up. speak. or 
care for themselves. In addition to -100% to 
movement and to hiti victims have 20% chance 
everyday they are in this condition to develop 
gangrene or pneumonia until one or the other kills 
them. The first two stages last two months each. 


Low Sugar 

Description: A person's blood sugar can drop too 
much if they have not eaten for a long time. 

Environment: Anywhere. 

Onset: Immediately. 

Duration: Until the person eats. 

Cause: Condition- 

Immunity: No- 

Contagious: No- 

Damage/effects: Waves of dizziness and nausea 
are the body's way of saying 'Feed me’ and can 
start occurring one or twice an hour anytime after 
a person has gone more than ile hours’ without 
eating. These waves last secondsi roughly two 
combat turns, but can be incapacitating while they 
last. The character's movement and chance to hit 
are reduced by 5-50% (D10x5) for 10 seconds. 


Malaria 

Description: A protozoa caused disease that is 
spread by certain female mosquitoes. There are 
several sub-types of the disease that have 
differing levels of risk. 

Environment: Potentially anywhere there are 
mosquitoes. 

Onset: 3D10 days. 

Duration: D10 days. 

Cause: Protozoa. 

Immunity: Survival gives partial immunity (50% 
less effects) for six months.i but regular exposure 
is needed to maintain this immunity. 

Contagious: No. 


Damage/effects: Headaches.i fever, vomiting. and 
fatigue last for the duration of the infection. It 
can lead to jaundice, yellow skin.i seizures, coma, 
respiratory distress.i or death- This infection can 
reappear weeks or months after the victim is 
apparently cured due to surviving protozoa in the 
blood making a comeback. Victim loses two liters of 
fluid per day- Movement and to hit chance are 
reduced by 50%. Victim has a 80% chance of taking 
10-100% of their total health in damage every day- 


Meningitis 

Description: This inflammation of the membrane 
covering the brain and spinal cord can be caused by 
a virus.i bacteria. or fungus- Victims can _ be 
reinfected by any but the viral form. 

Environment: Anywhere. 

Onset: D1O/e days. 

Duration: D10 days. 

Cause: Virus. bacteria. or fungus. 

Immunity: To virus causing: 

Contagious: Yes. 

Damage/effects: The victim will begin to have 
extreme headaches, feveri stiff neck, and an 
altered mental state. They may develop an 


intolerance to bright lights and loud noises- An 
increase in muscle tone pulls the head = back 
involuntarily. The victim's movement and chance to 
hit are reduced by 10-1L00% and Alacrity. Balances 
Logici and Wit are all reduced by 1-10- The victim 
has a 30% chance of taking 100% of their health in 
damage every day due to shock. 


Plague 

Description: This bacteria is carried by fleas 
living on rats and transferred to humans through 
bites or handling infected animals- It has three 
primary forms and can kill in as little as a day 
after first symptoms. The virus can mutate to 
another form if the conditions favor that mode of 
transfer, or become different forms as it infects 
different parts of the body. 

Environment: Contact with rats and their fleas. 

Onset: 24 hours. 

Duration: D10/e2 days. 

Cause: Bacteria. 

Immunity: Yes. 

Contagious: Pneumatic form is. 
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Damage/effects: Bubonic causes lymph nodes to 
swell.i septicemic causes blood clots. and pneumatic 
directly attacks the lungs- All turn into each 
other as the bacteria spreads throughout the body, 
causing fevers delirium.i necrosisi spitting and 
vomiting of blood. and weakness- Damage is normally 
sudden and immediate- The patient either survives 
or they do not- Victims take 10-100% of their total 
health in damage per day. movement and chance to 
hit are reduced by 25% per day. and Logic and Wit 
are reduced reduced by c2D1L0 each- 


Pneumonia 

Description: A wide range of things can cause 
pneumonia which is fluid buildup in the lungs that 
normally leaves them scared- 

Environment: Anywhere. 

Onset: One day- 

Duration: D10 days. 

Cause: Virus, bacteria, fungus, sudden 
temperature changes. 

Immunity: To virus causing: 

Contagious: No- 

Damage/effects: Symptoms can show within hours 
and include severe sinus congestion. fatigue. and 


difficulty breathing. Characters suffer -10-100% in 
movement and chance to hit- It has a 20% chance of 
doing damage on each day equal to 10-100% of the 
character's total health. 


Rabies 

Description: This virus can infect any mammal. 
It travels through the nervous system to the brain 
and spinal cord where it causes inflammation- It is 
a major cause of concern in areas with = non- 
vaccinated dogs and should be enough to make 
character's pause when dealing with wild/feral 
animals- Cared for animals have less of a chance of 
having the virus due to the owner noticing and 
removing them for their own safety. 

Environment: Feral/wild animals- The GM roles 
4YDLO if they decide there is a chance of exposure. 
Four zeros for a kept animal and three zeros for 
stray/wild animals indicates the animal is 
infectious and there is transfer of virus from a 
wound they caused- This is approx -25% and -5% 
respectively- A character is considered mauled if 
they take 20+ points of damage- A chance of rabies 
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exposure should be rolled for the first 20 points 
and for each full 10 points thereafter. 

Onset: 2D1L0 weeks. 

Duration: Until death- 

Cause: Virus- 

Immunity: Yes. 

Contagious: Yes. 

Damage/effects: It is nearly always fatal in 
developed cases. even with treatment. There are two 
forms. 

Furious rabies exhibits the popular idea of 
rabies and is terminal in D10+1L days- Victims are 
hyperactive, afraid of water. sometimes afraid of 
breezes, and cannot swallow well- Death occurs via 
cardio and respiratory arrest- Their Logic and Wit 
are reduced by D10 every day of infection until 
they reach a minimum of one or they die- 
Dehydration is a risk. and they must pass a Wit 
check to keep from attacking anyone who forces 
water on them and pass a Logic check to 
successfully drink enough liquid for a day. 

Paralytic rabies takes e2DL0 days to kill. 
Muscles start to relax. starting with the wound 
area and moving outward. Coma happens when it 
reaches the head and the victim dies- Each leg 
affected gives -50% movement and each hand or arm 
being affected means they cannot hold a weapon. If 
a character contracts this who is not supposed to 
die. like a PC who must then undertake some grand 
undertaking for a curei the 5% chance of survival 
should be made within 24 hours of exposure since 
that is the best chance of their system fighting 
off the virus- 

There is a ?0% chance of furious rabies in each 
case and the rest are of the paralytic type. 


Respiratory Syndrome 

Description: A wide range of viruses can cause a 
respiratory syndrome by directly attacking the 
lungs: 

Environment: Anywhere. 

Onset: D1O0O/e days. 

Duration: D10 days. 

Cause: Virus- 

Immunity: Yes. 

Contagious: Yes. 

Damage/effects: Symptoms include severe sinus 
congestion, fatigue, and difficulty breathing 
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within hours or a few days of exposure- Characters 
suffer -0-90% movement and to hit and have a 10% 
cumulative chance each day of developing pneumonia- 


Sepsis 

Description: This is poisoning of the blood due 
to infection. 

Environment: Normally a secondary infection. 

Onset: Immediately. 

Duration: 2D1LO days. 

Cause: Bacteria, fungus, virusa amoeba, 
protozoa. 

Immunity: No- 

Contagious: No. 

Damage/effects: Once indicated. the victim will 
display symptoms such as fever, flushed skin, 
swelling. and low blood pressure- This results in 
fatigue with -10-L00% movement and to hit- There is 
a 20% chance of septic shock with the victim taking 
10-1L00% of their health in damage on even numbered 
days from the fourth on- Infections lasting only 2- 
3 days do not have a risk of shock. 


Smallpox 

Description: The natural form of this virus was 
declared eradicated in 1979 as its only host was 
humans. The US and Russian governments retained 
samples for experimentation and weaponization- Some 
of these armaments where used in the resource war, 
creating regional epidemics in the remaining 
population. This weaponized type cannot’ host 
outside humans. but can lay dormant in the soil to 
be inhaled with dust- There are also lost chemical 
stockpiles left behind by both governments. and 
characters should be careful and read what they are 
opening. 

Environment: Bombed areas and army stockpiles. 

Onset: 2D10 days. 

Duration: 20 days. 

Cause: Virus- 

Immunity: Yes. 

Contagious: Yes. 

Damage/effects: Symptoms start with fever, 
fatigue. diarrhea, headache. and muscle pain- Skin 
lesions appear on about the 13° day of infection, 
spreading from the forehead to the rest of the 
body- They are raised and filled with opaque, 
liquid tissue debris- These dry up and=e start 
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falling off on day 20+. Victims suffer -10-100% 
movement and to hit for the first le days- When the 
raised lesions appear. they have -100% movement 
until they dry up- There is 5% chance for the 
victim to take 10-100% of their health in damage 
everyday: Survivors have a 460% chance of a 
permanent -l Beauty modifier. 50% chance of -2 
Beauty modifier.i and 20% chance of a -4 modifier. 
Each are rolled for separately- If they try to 
fight or engage in activity during the lesion 
Stagei large areas of skin can come off.i doubling 
any Beauty modifiers. They can also put themselves 
at risk of sepsis or gangrene with the loss of 
large skin areas. 


Sprain 

Description: This is damage to ligaments at a 
joint- Kneesi ankles. handsi fingers. and the back 
are the most common areas affected. but any joint 
in the body can be affected- It can be caused from 
traumai by moving the joint beyond its normal 
ranger or muscle fatigue. 

Environment: Anywhere. 

Onset: Immediately. 

Duration: D10 days. 

Cause: Condition. 

Immunity: No- 

Contagious: No- 

Damage/effects: The affected area is swollen, 
tenderi and bruised- The victim's movement is 
reduced by O-90% if a foot or leg is affected. and 
they have a -0-90% chance to hit with a hand or arm 
that is affected- 


Stroke 

Description: This is an interruption in the 
blood flow to the brain. It can be caused by a 
hemorrhage or blockage- 

Environment: Anywhere. 

Onset: Immediately. 

Duration: D10 days. 

Cause: Condition- 

Immunity: No- 

Contagious: No- 

Damage/effects: The damage from a stroke can 
vary greatly- In generali victims have trouble 
walkingi speaking. thinking. or holding things 
after a stroke. and the duration of the effects can 
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vary as much as the effects themselves. Victims 
have -10-L00% movement and to hit for D1O days. 
They have a 50% chance each of -D1LO on Brawn, 
Balancei and Logic. There is a 5% chance of these 
effects being permanent. 


Tetanus 

Description: This is caused by wounds’ being 
contaminated with bacteria and their toxin entering 
the bloodstream. 

Environment: Anywhere. 

Onset: D1O days. 

Duration: D10 weeks. 

Cause: Toxin- 

Immunity: Yes. 

Contagious: No. 

Damage/effects: As per its nickname. the first 
Sign of this condition is 'lockjaw'’ as muscle 
spasms start in the jaw and face of the victim. 
These spread to the neck, pecs, calf muscles, and 
finally the whole body- These spasms can be strong 
enough to tear muscles and fracture bone- The 
victim has a cumulative -10% to their movement and 
to hit chance every five days of sickness. They 
lose one point in each attribute every five days 
until they recover- There is a 5% chance each week 
of symptoms for the victim to take 100% of their 
health in damage as the toxins paralysis their 
lungs: 


Yellow Fever 

Description: This is caused by a virus 
transmitted females of certain mosquito species- It 
was the first virus identified by scientists. 

Environment: Potentially anywhere there are 
mosquitoes. 

Onset: D1O days. 

Duration: D10 days. 

Cause: Virus- 

Immunity: Yes. 

Contagious: No- 

Damage/effects: Symptoms consist of back pain, 
fever; chills. nauseai and headaches- Victims 
suffer -0-90% movement and to hit- Victims take 5- 
50% (D10x5) of their full health in damage from 
liver damage everyday. This leaves their skin 
tinted yellow for D10 weeks. 
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DR. KILLJOYS EPILOGUE 


Dr- Killjoy leaves the last sheet hanging and 
steps in front of the screen to indicate the 
lecture is over. 

Floorboards and buckets creak as everyone shifts 
in their seats. ready to get up and leave. but not 
wanting yelled at or slapped with the pointer- Even 
the smug guy's face has wilted. 

“Nowi this information isn't going to keep you 
from coughing up your pneumonia ridden lungs or 
crashing and bleeding out from Ebola while pumping 
infectious blood from every orifice.” 

He pauses while the woman turns her head and 
throws up on the floor- The smell of baked beans 
turns your stomach. but you hold your breakfast of 
roasted rat down- You've smelled worse- Everyone 
turns back to the doctor. 

Dr- Killjoy shakes his head- "You puke at the 
Sight of blood or just when people mention it?” 

The woman wipes her mouth and flips him off. 

“T'll call that a 'sometimes’-.-" He paces back 
and forth while speaking- “You're about’ the 
sorriest group of medic wannabes I've seen in some 
time. My heart goes out to the poor bastards you 
treat. Any stupid ass questions?” 

You glance at the others who all shrug and shake 
their heads- The woman gets up and walks out. 

“Good-" Dr- Killjoy takes out a flask of strong 
smelling alcohol and drains it- "Time for lunch.” 


END NOTES 


*Two antibiotics per day of infection (page 435 
of the CRPTP) halve the damage and effects from 
bacterial infections. 

*DL0/2=D10 divided by 2 and rounded up for a 1-5 
result. 

xDamage and effect rolls should be rounded to 
the nearest whole number. 

*xCharacters can be revived after dying and 
healedi but this will not kill the pathogen or 
negate any effects suffered from a condition. 

*Effect penalties are rolled for separately if 
more than one attribute is affected- 

*xCumulative movement penalties max at -1L00%. 

*Cumulative attack penalties do not max due to 
the unlimited advancement nature of the custom 
system. 

*xAttribute name comparisons to other game 
systems should be apparent to anyone using this for 
another system. but the character sheet is free for 
examination from the main RPG page- Luck is not 
affected by anything in this module. 

*Main Disturbance Timeline RPG page: 

http://www-ephiroll-com/TheDisturbanceTimelineRPG-html 

*xEarth's temperature range during the post- 
apocalyptic period: 

http://www-ephiroll-com/files/worldtemprange-pdf 
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